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WARNING: READ BEFORE USING YOUR PLAYSTATION GAME CONSOLE. 

A very small percentage ot individuals may experience epllepljc seizures 
when exposed to certain light patterns or flashing lights. Exposure to 
certain patterns or backgrounds on a television screen or while playing 
video games, including games played on the PlayStation game console, 
may induce an epileptic seizure in these individuals. Certain conditions 
may induce previously undetected epileptic symptoms even in persons 
who have no history of prior seizures or epilepsy. It you, or anyone in 
your family, has an epileptic condition, consult your physfcian prior to 
playing, ff you experience any of the following symptoms while playing a 
video game - dizziness, altered vision, eye or muscle twitches, loss of 
awareness, disorientation, any involuntary movement, or convulsions - 
IMMEDIATELY discontinue use and consult your physician before 
resuming play. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Still pictures or images may cause permanent picture-tube damage or 
mark the phosphor of the CRT, avoid repeated or extended use of video 
games on large-screen projection televisions. Refer to your projection TV 
instruction manual for more details. 

HANOLING YOUR PLAYSTATION DISC: 

• This compact disc is intended for use only with the PlayStation game 
console. 

• Do not bend it, crush it or submerge it in liquids 

• Do not leave it in direct sunlight or near a radiator or other source of 
heal, 

• Be sure to take an occasional rest break during extended play. 

• Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint- 
free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 



GETTING STARTED 



Set upyourPlaySlalion according !o the instmclions in the owner's manual. 

Make sure the Power is OFF betore msening or removjng a CD. 

Insert tne X-COM UFO Detense disk and dose the CD door. 

Insert game controller. 

Turn on the power 

Follow all on-screen instructions 



THE GAME CONSOLE 
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THE PLAYSTATION CONTROLLER 
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The PJaySiation Mouse: 

X-cOMiJro£Jf^fA/£Fistullv compatible vm^ 
the PlayEtaBon Mouse To use the Mouse 
position tFie cursor ove' the designated on- 
screen buttons and press the Left f^onse 
Button to select. 

Point and Click interface This is accessible 
'rom Ihe Game Options. Menu. Ute fht? D- 
Pad to .Tiove the cursor around the screen 
and Q to select. 




UFO DEFENSE 



PLAYER'S HANDBOOK 




PROSE 



Original Game Design anfl PC Program Copyright 1994 Wytrios Games LW. 
Addiimnal PlaySlaUon programinuig Copyriglill995 MicroProse LU. 
Documentalion, Pacliaging and Logo CapyfigliI1995MicrL]Prosf Ud. 



INTRODUCTION 



BACKGROUND 



It is the year 1999. TJie human race is facing a great threat to its survival. Unidentified Flying 
Objects (UFOs) have started appearing with disturbing regularity in the night skies. Reports 
of tfioient human abductions and horrific expenmentatjon has created a world-wide 
atmosphere of fear. Mass pubiic hysteria has onfy sewed to expose Earth's impotence 
against a vastly superior technology. 

On December 11th 1998, representatives from the worfd's most economicafly powerful 
countries gathered SECrelfy in Geneva, After much debate, the decision was made to 
establish a covert independent body to combat, investigate and defeat the alien threat. This 
organization would be equipped with the world's finest pilots, soldiers, scientists and 
engineers, working together as one multi-national force. 

This force was Earth's only hope rf mankind was to avoid extermination or slavery. 

This organization was named the Extraterrestrial Combat unit; 

THE GARAE 

In X-COM UFO Defense you are in control of the forces of X-COIul. Mankmd's fate is your 
responsibility The scales seem heavify weighted in favor of the aliens, but you do have the 
Earth's finest technology on your side. 

Vour first objective is to shoot down a UFO. From here on in the going gets really tough. 
Controlling a squad of heavily-armed soldiers, you will battle the aliens and attempt to 
recover UFO technology. However don't make the mistake of thinking the initiative is all 
yours. Aliens will attack population centers around theworid and you must respond rapidly. 

When you command a ground assault, you will use the 3-D isometric Battlescape' display. 
This shows terrain, buildings, X-COfvl craft and UFOs, bu! will only display what your 
soldiers can see ■ so beware of danger lurking around corners or down dark corridors! 

Successful ground assault missions mean that X-COM scientists can research alien 
technology. Engineers can then reproduce their supenor weapons and spacecraft. Soon you 

will be fighting the aliens with their own technology. 

As the game progresses, you will use the on-line UFOpaedia' to learn the latest details from 
your research teams about alien technology, life forms and tlieir real objectives. Above all, 
you must watch the world political situation Look out for governments who may be forced 

to make secret pacts with the aliens and make sure you defend the countries who fund X- 
COM heavily. 

X-COM UFO Detense. Command Earth's forces against the alien terror! 



SECTION 1: THE GAMEPLAY TUTORIALS 



BEFORE WE BEGIN... 

Welcome to X-COM UFO Defense. These lutonals are designed to help you slarl playing 
witti the minimum of trouble. The Ihfee main sections of the game are covered here; 
the Geoscape, the Battiescape and the Bases Screen. 

First of all we will start a new game. 

Starting a New Game 

Insert your X-COM UFO Defense CD into your PlayStatioTi as detailed in your 



1. 

2. 

3. 



PlayStation owner's manual. 

Press PlayStatifln Power Button On, 

After an animated introduction you wlH be taken to The Language Selection Screen. 

• Use the D-pad up/down io select ttie 
relevant language and press © the 
button lo select. You will row be 
taken to Tlielille screen. 

It you take no action a short demo will 
appear 
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4. Using the D-pad highlight the New Game option. Select New Game by pressing 
the ® button. You will now be taken to the Select Difficulty screen. 



Highlight the Beginner option and press the © button to select Voj will now be taken into 
tlie main game screen, the Geoscape. The first thmg you must do is to position your tirsl X- 
COfvl base or the surface of the Earth. 
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Setting-up a New X-COM Base 

5. The message Select Site lor New Base wiil appear in the top of the screen. 

In the bottom-fight hand side ot the screen, you will see three green spheres surrounded by 
arrows. These are the View Corilrois which allow you ic rotate and magnify the display of the Earth. 

• Press the Q button. The Earth display wili be magnified, some borders around 
countries wili appear 

Press the O button again. The Earth dispiay wili be magnified again, some country 
names wili now appear 

Press the Q ^^^^^ ^^i^^ ^^^ Earth display will return to its minimum magnification, 

B. To rotate the Earth display usetheD-pad. 

• Press D-pad (up). The Earth dispiay wiil tiit towards yoj. 

9. Press D-pad (left). The Earth display wili rotate, 

10. Press the Select button. A crosshair sight wiii appear over the Earth, You can move the 
position of the crosshair using the D-pad, 

11 Move to any pari of the Earth's surface (except the sea) and press the © button to 
position your first base. 



6, 



7. 



lUote: It is 3 good idea to position your t/ase in the middle of 3 large land mass such as Nont! 
or South America, Russia or Europe. This will give you a better chance ot defending that area 
from UFO ratds. 



12. A window containing the prompt Base Name? wiil appear. Using the D-pad enter a 

name by highlighting the required letters and pressing the © button. When the name is 
compiete highlight OK and press the © button. 



TUTORIAL 1 : THE GEOSCAPE 




Menu Options 



Game Time 



Time Conlrols 



View ConiroJs 



Tutorial 1 guides you through the Geoscape's basic controls and the process of 

interceptirrg UFOs, 

1 , The Geoscape is Ihe main screen tor pla^/ing X-COM UFO Defense. You wilt see your base 
onlheS-D viewottheEarlh, represented as a hoJiowblire square. 

On the right-hand side of the screen, there is a list of Menu Options, a display of Ihe Game 
Time, the Time Controls and the View Controls. 

The Time Controls are very important to the game, and it is these which we will go 
through ne^t. 

Pressing the Select button wiil rotate you through the foilowing screens: 

Menu Control Bar 

Rotate Geoscape Screen 

Geoscape Screen crosshair sight (which you can use to select new base destinations, 

targeting UFOSh etc.) 



fUote: If you wish to Pause at any stage during ttie game, stniply select any o! the Menu 
Options. 



The Time Controls 

2. Look at the Game Time, You wili see thai it is passing by with im second jumps. The 
Time Controls, below the Game Time, aiiow you to control the rate at which this 
time passes. 

• Highlight the 5 mins button and press the © button. The button wiil depress and time 
will pass at an increased rate. You wili see the Game Time (above the Time Controls) 
change rapidiy and night and day wili be visible on the Earth, slowly changing. 

You should use the Time Controis to advance the game through any time-consuming section of 
'^ game (eg, waiting for craft to arrive at their destinations or waiting lor UFOs to be detected). 



Detecting UFOs 
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3 We will now advance time Id tliE point when X-COful delect M\r tirst UFO (ft ttiis has not 
already ha peered), 

• Highlight the 1 Day button in Tlie Time Controls and tne © button. The button will 
depress and time will pass at the maximum rale, 

4. Eventually, a window will appear over the Geoscape willi the message UFO-1 DEtected. 
E)a1a regarding the UFO is shown in ttiis window. 

• Highlight the button marked Centre on UF0-Tinie::;5 Sees and press the © button. 
This will centre the Earth display on the UFO and reduce the passage of time to 
5 seconds. The UFO will appear as a red cross in the centre ot the Geoscape, 
moving slowly. 

Intercepting UFOs 
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5. Press Select until you see the crosshairs then position the crosshairs over your base 
and press the © button. A window will appear with the title Launch Inlerceptian and a 

list of the available cratt at that base. 

6. Highlight //?/efcepfor-?usingthecrosshairsandpressthe © button. 

7. The message Select Destination appears in ihe top ot the screen. 
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Position me crosshairs over the UFO 
(represented as a red cross) and 
select t^is as the interceptor's target 
by pressing the © button. 



8. The confirmation message Target: UFO-1 will appear. 
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Highlight the OK button and press 
the © button. 
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S. The Interceptor (represenied by a yellow cross) will launch from its underground base 

and atiempl to intercept the UFO. 

Note: remember, if you need to pause the game, select any of the Geoscape li^enu Options. 

- if the UFO lands, it will appear as a green cross. Interceptors cannot carry out ground 
attacks; so you will have to wail until the UFO lifts oft - select the 5 mins Time Control 
button and press the © button to accelerate the passage of time. 

10. At this point, one of two things could liappen: 

A If your //jferceptorcatchesthe UFO, 
the Air-to-AIr Combat window will 
appear. Skip the rest of this section 
and go to step 19 of this tutorial. 

B. If your Interceptor loses contact 
with the UFO, the window UFO-1 
Tracking Lost will appear. This may 
happen several times before you 
actually get into combat; most UFOs 
can outperform you: Interceptors. 




Highlight the OK button and press the © 
thistutonal. 



button Continue to the next step of 
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11. The Craft Status window will now appear, allowing you to redirect tlie interceptor. 

12. HighligtillheGoTo Last Known UFO Position and press the Q button. 

13. Whife the Interceptor \% on its way to the fast known UFO positron, it uses its on-boaTd 
radar to scan tor the UFO. 

If the UFO-1 Detected window re-appears, go straight to step 14 o1 this tutorial. 

If the Interceptor reaches the last known UFO position without re-acquiring the UFO, the 
foli owing wmdow wili appear: 

If this happens, the UFO has 
disappeared from all X-COM tracking 
devices. The interception mission 

has failed. 

• Highiight the Redirect Crafl button 
and press the ® button. The Craft 
Status window will re-appear. 
Highlight Return to Base and press 
the © button. The Mertep?or will 
return to Jts base. 



Go hack to step 3 of this tutorial. 

14- Highlight the Centre on UFa-Time=5 Sees button in the UFO-I Delected window and 
press the © button. 

15. At the moment, the Mercep/or is still heading for the last reported position of the UFO. 
Now we'll re-assign the UFO as the interceptor's target. 
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Highlight the Interceptor. This will 

bring up the Craft Status window. 
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16. Highlight the Select New Targel button and press the Q button. 

17, The message Selecl Oeslination appears in the top of the screen. 

• Guide the crossliairs over the UFO and press the © button to re-select it as the 
target, 

13. The message Target: UFO-1 will re-appear. 

• Highlight tlie OK button and press the Q button. 
Go back to step 10 oUhis tutorial, 

Air-to-Arr Combat 

19. II Ihe inlerceptor Qs\^ within range of the UFO. the Geoscape will automatically 
increase in magnification and the Air-to-Air Combat window will appear over the 
centre of the Geoscape. 

20. UFOs should not be shot down over water because you will not be able to examine the 
wreckage. 

- Using the D-Pad to highlight the 
Mmimize Window [Ql icon in the 
lop-left of the Air-to-Air combat 
window, press the C button and 
the craft icon will appear in the lop- 
left of the screen. 

Check tM tiie UFO is over drv fand. If it 
is over the sea, you can use the 1 Min 
Time Control to accelerate the passage 
ot time. 
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Craft Icon 



if you are operating more Ihan one craft at a time, then pressing the Select button wifl move 
you from craft to craft. Once all craft have been selected then the Select button will rotate you 
behveen the Geoscape and the Air-to-Air combat screen. 

21. ff you are in Minimize Window mode you will need to press the Seiect button to 
highlight the craft icon, using D-pad and press the © button when Ihe UFO is over the 
land. This will bring back the Air-to-Air Combat window, ready tor you to attack the UFO. 



a 



22 Highlighlttie Q icon and press Ihe © button to cariy out a Standard Attack on Ihe 
UFO. You will see the progress ot the attack on the radar screen in the Jefl-hand side of 
the Air-to-Air Combat windo^v. The message box in the bottom ot the window relays the 

pilot's messages to you. 

[f the UFOoul-funsthe /n/erce/7?of,returnto step ID of this tutorial. 

If the Interceptor destroys the UFO, you have failed in your objectives; there is no useful 
debris to Investigate. Return to slep 3 of this tutorial, 

\i the UFO crash lands, you have succeeded In your obiedlves; the crash site Is marked with 
a white cross. The UFO is now vulnerable to a ground assault, allowing you to recover the 
wreckage. 

Saving the Game 

23. Mow would be a good time to save your current game. 
• Highlight the Options button and press © . 

24. Highlight the Save Game button and press ©. 

You will then receive a message 'Checking 
Prtemntv Cards'. If no cards are detected, 
you v/ill be informed that 
No Memory Card Inserted'. 

Remember, DO NOT try to insert a 
Memory Card during Loading/Saving, 

If two cards are detected, you will be 
asked to 'Select Mentory Card Slot 1 
or 2'. But if only one card is available 

then only that slot will be offered 
to you. 

25. Use the D-Pad to highlight and press ©. 

26. You will tben receive the message 'Save Game?'. Use the D-Pad to highlight OK (or 
Cancel) and press ©. 

When OK is selected, the game checks to see if the Memory Card has a previous Save or if 

there is enough space left on the card. 

If there is a previous Save, you will receive the message OK lo delete previous Save? listing 
the Slot number 1 or 2. 

If there is not enough ^lace left on the card you will be grven the option to Delete Cnrrterrtsor usea 
New Card. 

If Delete Is selected you will see the Saving Game Progress Meter, If New Card is selected, 
you will be returned to the Checking Memary Cards screen. 
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Investigating the Crash Site 

27, You will need to assign a 5^/anger1ranspartloiake a squad of soldiers from your base 
to the Crash Site. 

• Find your base (you may need to roTate the Geoscape To bring it into view) Position 
the crosshairs over your base and press tlie © button: the Launch lnlerceptian 
window wiEl appear. 

23. HIqUWqUI Sky f anger- 1 3.n6 press ttie © button. 

29. The message Select Destination appears in the lop of Itie screen. 

30. Position the crosshairs overlhe UFO Crash Site [the whfte cross) and press the © 
button to select this as the S^r^n^er's target. 

31. The message Target: Crash SiTe-1 v;i!i appear. 

• Highlight the OK button and 
press the © button. 




32. The Skyianger (represented by a yellow cross) wiil launch and mal<e its way to the UFO 
Crash Site. 

• Highlight the 5 Mins button and press the © button if you want to increase the 
passaged time, 

33. When the SAy ranker arrives al the Crash Site, the UFO Crash Recovery screen will 
appear. Read the instructions on this screen. 

• Highiight the OK button and and press the © button lo enter the next section of 
X-COM UFO Defense, the Battiescape. 



TUTORIAL 2: THE BATTLESCAPE 




Tutorial 2 guides you through the close- 
combat Battiescape; the section of the 
game where you tight the aliens 
face-to-face. 
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Arming Your Squad 



1, The eight members of yaur squad automaiically arm themselves with puns, ammunition 

and grenades. This initial screen allows you lo adjust the weapons your squad will carry 
into action. 

' Use the Bottom Left and Bottom Right 
buttons at the rear of the PlaySlation 
Controlfer to move between members 
of your squad and check their 

armaments. 



UMITf i^errtdrn ^imk^i ^^^^ 


■^™ 




ni^j ^fftULun i?r MUEU i-m. (^uh 












IS^Mfe'V .''. r--::-'. 








IIWT IKC IV -Jt 


I 












i V' J .. 






■ 


^^^^^^H 



You will see that six of your soldiers have rifles, one has a pistol and one has a heavy 

cannon. The soldiers carry extra ammunition and grenades on their belts. 

■ Press Itie Start tutton to exit this screen. 
The 'turn' screen will appear. 
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Note: Alt Battlescape action is turn- 
based. This means it is liice a 3-D game 
of chess - you move your pieces, the 
aliens move theirs! 

• Press the O J^^tton to continue. 
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The Battlescape 

A. You will now see your Skyrangeron the ground with its rear door open. The ajrcratt's 
cabin roof is peeled away' lo reveal your squad o! eight soldiers within. 

The bottom section ot the screen contains a 
number of buttons and displays. This 
section ol the screen is known as the 
Control Bar' 




Using the Split Level View 

5, The Battlescape is built up ot several levels. These can be viewed individually or may be 
assembled into a complete 3-D picture. Splitting the Battiescape Into levels allows you 
to see betilnd walls and inside buildings or craft. 

At the moment, the Battiescape is set to its normal setting ■ the MultHeuef View. The Multi- 
level view hides everything above the currently selected level, this is why the Skyranger 
appears to have no roof. 

If you want to look around the Battiescape at the visible terrain, press O ^^*^ ^^^ 
D-Pad together. The view window will move in that direction. 

• Use the Start button to enter the Control bar and the D-Pad to highlight thel^ button 
in the Control Bar and press the © button. The number on tlie button will change 
to 2. 

The cabin root and wings of the Skyranger Vi\\\ appear. Your soldiers will now be liidden 

from view This is the Full View ot the Battiescape. 

6. Highfigfit the [^ button again and press the © tjutton. 

7r When you are in any of these views, you may need lo switch to the next level down or up, 

' Highlight the [*|1 hutton and press 
the © button. 
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S. The display will change to show just the landing legs and tail ramp of the Skyranger. 

2. Highlight the 3] button and press the © birltor. 

Ttie display will return to the original 
view, with your squad visible inside tlie 
Skyranger. 




Selecting Soldiers 

10. Vou control your squad Individually, selecting and moving each soldier in turn. 

Press the Start button to change back to tactical from the Control Bar. A 3-D box or cage will 
appear on the batiiescape display. 

11. Movetliisboxoverany soldier. The box will now flash yellow and red, 

12, Press the © button, 

13, Move the box over any soldier in the Skyranger and press the © button to select. 
Watch the soldier's name (halfway down the Control Bar} change. 

Moving Soldiers 

14, Move the box over either of the soldiers at the rear of the Skyranger &r\6 and press the 
button to select. The yellow arrow appears above the soldier's head to show that he/she 
is now selected. 

1 5. Wow, move the box over the ground just behind and to the right ol the Skyranger. 
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16. Press the© button. 

The soldier will walk out of the Skyranger \o the destination you have just set. The 
Batiiescape automatically switches to the nex! level down, so that the Skyranger now only 
appears as the ramp and a set of landing legs. 
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17. Press l^e S!art button to access llie Control Bar. Highlight the EB button {with the D- 
Pad) and press the © button. 

18. Move the box over the ottier soldier at the rear ot the Skyfanger5r\^ and jjress the © 
button to select. 

19. Move the box over the ground just behind and lo the left of the Skyrdngei. 




20. Press the O button 

The soldier ijviII walk out olthe SAy^/r^er to the destination you have set. 

21. We now have two soldiers deployed from the Skyranger Vou may notice that the 
Battlescape displays a little more of the surrounding terrain now. This is because the 
BaWescape oniy shows what is in your squad's tine o! sight. 

' Using the top left and top right buttons at the rear of the control pad will rotate the 
soldier 45-. Turn the soldier around to face the Skyranger. The soldier will scan the 
surrounding terrain and any nearby black squares will turn into terrain as the soldier 
looks at them. 

22. If you want to look around the Battlescape at the visible terrain, move the box to the very 

edge of the screen and press the Ol^^^^o"' ^^^ ^'^^ window will move in 
that direction. 

23. Highlight the \±] button and press the © button to re-centre the Battlescape on the 
Mfrentiy selected soldier. 

24. Highlight the ^ button and press the © button. The next soldier in your squad will 
be selected. 

This is an alternatrve way of selecting soldiers, saving you from having to search around the 
Battlescape for every soldier. 

25. Move this soldier out olthe SAy/3nf?erjnthesame wayastheolhertwo. 

26. Select and move another soldier out of the Skyranger. 

27. Yoo now have four soldiers deployed from the Skyfanger. Ttiis is enough for the 
moment, the rest can remain on board as reinforcements. 

The primary objective of this mission is to kill or stun the aliens. A good place to find aliens 
is the crashed UFO itself, so we'll start the search there. 
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The Map Screen 

28. Press the Q button OR highlight the Igt button and press © to access I he Map 
Screen. This displays a map of the mission area, allowing you to see X-COM and alien 
[orces.X-COM craft and UFOs, 




29. You Mvill see lour flashing yeilow dots on the map; These are your soldiers. If a UFO has 

been spoited, its liuil appears as a paie §rey iine. 




UFO 



30. The map oniy shows ore ievei ol the Balllescape at a time. 
' Press the O buttori to change the Level displayed. 

Q takes the dispiay down 1 ieveL 
Q takes the display up 1 ievei. 

31 . Press the Start button to return to the Battlescape. 



The Turn-Based System 

32. It you saw a UFO in the Map screen, start moving your solfliers towards it. If not. 
continue moving your soldiers around the Batttescape until you lind the UFO. 

Evertually the message Nut Enough Time Units! appears 

33. This means that the selected soidier has moved as far as he/she can possibly move in 
this turn. When ali four of the soldiers have moved to this point, it is time lo end 

your turn. 

Highiightthe [gj and press © to end the turn. 
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The aliens will now be given a turn to move. They may open lire on your sqjad ■ you are 
helpless until your rrexl turn. 

On-screen prompts lell you when press the © button to begin your next turn. 

Searching For the Aliens 

34. Continue moving your squad aniund llie Battlescape, 

Vou will notice that the Batllescape has an edge beyond which everything Is black. This is the 
edge of the map - aliens will not go into this area. 

Seeing the Aliens 

35. It one of your soldiers sees an alien, he/she will Immediately stop moving and a red 
flashing square will appear in the right of the Battlescape screen, just above the 
Control Bar. 




Alien Alert 



■ Press O and the Select button to centre the Battlescape on Ihe alien. 
ZQ. The alien can now be seen in the centre of the screen. 
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Press O OR highlight the [b] button 
and press © to access the fulap 
Screen. 



37. Aliens will appear as a blue Hashing dots on this map, the white cross indicates where 
the map is centered. 

Look tor your soldiers on the map - there might be soldiers in a better position to fire than 
the soldier currently selected, 

• Press Start to return to the Battlescape. 

38. If you want to re-centre the Battlescape on the currently selected soldier, press Select 
OR highlight the 3] button and press ® , 
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Using Guns 

39. We will now use a weapon against Ihe alien, before it gets the chance to fire at us. This 
is probably a long range shot, so a rifle will be requirel 

■ To select the weapon on the right side of the Control Bar, press the Bottom Right 
button at the rear of the PlayStation controller. 

^0- A window will appear, allowing you to choose from a number ot shots. 

• Highlight the Aimed Shot option and 
press ®. 



ncc»ao% RP^»28 



Rimed Shot Aci;»Sl% BPsMS 



Snap Shot ftcc^SB^RMH 



flubo Shot f1cc^l6% nPsMS 



Thro(u 
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41. You will now return to the Batllescape, The cursor has changed to a targeting cross 
instead of the 3-D box. 

• Mo^e the targeting icon over the 
alien, using the D-pad, and fire ai the 
alien by pressing Q 




A2. rjow, one of four things could happen: 

A. The message No Line ol Fire! appears. This means that there is an object between 
your soldier and the alien. You must move your soldier to a different position or 
seieci another soldier before attempting to fire again. 

B. The message Not Enough Time Units! appears. This means that j/our soldier does 
not have enough Time Units to complete the shot. Vou must either choose another 
type ot shot, select another soldier or end your turn. 

C. The soldier fires a shot... and misses. This is unfortunate, but is expected - initially 
your soldiers are all rookies. You will find that your soldiers become more accurate as 
they fight more battles. 

D. The soldier hits the alien with the shot. The aliens wear strong armor, so it may tai(e 
more than one hit to kill ihem. 

• Press Start to change the cursor from a targeting cross to the 3-D box, ready to move 
your soldier again. 
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Using Grenades 

43. If ar alien js using an obiect for cover, you may prefer ic attack it with a grenade. 

• Press the O or highlight the CH button and press © ta access the Equip Soldier 
screen. This is similar to the screen whicti you saw hetore entering the Batltescape. 

44. Initially every soldier has one grenade [the round, black object) in his/her belt. 

• Move around the Arming Screen 
using the Top Left/Top Right 
buttons at the rear of the 
PlayStation controller. This witl 
move you from location to location 
{i.e. right I eg/bell/g round/etc). The 
D-pad will move you from segment 
lo segment within each location. 

Highlight Ihe grenade and press © . 




45. Move the grenade over the box marlted Left Hand and press ©, 

If the soldier has enough Time Unlls, the grenade will be placed in the soldier's 
left hand. 

ff the soldier does not have enough Time Units, replace the grenade in Ihe belt and repeat the 
operation after the next turn, 

46. Press the Start button to return to the Battlescape. 

47. You will now see the grenade in the ftem Box on the far left of the Controf Bar. 

• Select the grenade using the Top Left button or the back of the PlayStation controller. 

48. A window containing the options Prime Grenade or Throw will appear. 

* Highlight Prime Grenade and 
press © . 



fiJote: H a! an/ stage youf soldier runs 
out of Time Units, simply end the turn 
and complete the priming/throwing 
process on the next turn. But beware! 
TUe soldier may be kitted during the 
ahen's turn if he/she is not in cover. 




49. The Set Timer window 
grenade detonates. 



appear, allowing you to set the number of turns until the 
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Set Timer 

[ 2 3 4 5 6 7 

& 9 10 11 It 13 i'^ 15 

15 J7 IS 19 a0 2I ????- 



• Hfghfight Ihe number 3 and 
press ® . 

You will now return lo the Batttescape, 
wilh a primed grenade in your soldier's 

lefl hand. 



Throiu 



ncc»76% nPsM4 




50. You now have Ihree turns to Ihrow the grenade and gel away from the blast area. 

• Select the grenade by pressing the Bottom Lett button at the rear of the controller. 

51. The only option IS Throw. 

■ Higfilrght Throw and press 
the ® button. 
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52. You now return to the Battlescape. The cursor has a throw icon superimposed over the 
3-D box. 

' Move the targeting icon to the area where you want to throw the grenade and press 
square, 

53 One of three things wiH happen; 

A. The soldier wili throw the grenade. 

B. The message Out of Range! wili appear This is because the target focation is too far 
away. If this happens, choose a target iocation which is closer to your soidier. 

C. The message Unable to Ihrow here! will appear This js because an object is 
obstructing the throw, if this happens, choose a diflerent target location. 

Don't forget, once you have thrown the grenade, you've got just three turns to clear the area! 
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Completing the Mission 

54. Continue searching for aliens (go back to step 34 of this tutorial). When all aliens have 
been [filled, the mission is over. 

X-COM win then automatically recover the UFO's remains, alien artifacts and alien corpses. 

To abort the missfon before the mission objectives are completed, highiighl the ^ button 
in the Control Bar and press the Q . 

Abort mission will oniy save soldiers who have returned To the Skyranger - a warring 
message wili appear if you attempt to tafce-oft without your full squad. 



f^ote: do not allow the aliens to kill all of your SQuad - there will he no-one to fly the 
Skyranger back to base, and It will he lost If you are down to your las! soldier, abort 
the mission. 

The Debriefing 

55. At the end of the ground assauit mission, yoif wili be given a debriefing. This will inform 
you \\ your mission objectives were achieved and lists the items recovered. 

■ Press © to return to the Geoscape, 
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56. You might want to save the game at this point (see step 23 of lularial 1 for delaiis of 
how to save games), it you want to re-play the ground assauit, load in your previously 
saved game. 



TUTORIAL 3: BASES 




From research and manufacture to 
equipping craft and soldiers, the Bases 
screens define how we i I you wj II be able 
to deal with the alien threat. Tutorial 3 
guides you through this, the most 
compieji section of X-COM 
UFO Defense. 
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1 . \t you are continuing from lutorial 2, do not worry it you losJ your Skyfanger. you can 
buy anotJier in the Bases screen. 

• Highlight the button labeierf Bases and press © . 

2. The BasES screen wiil appear. 



Note: from now uniif you re-enter the Geoscape screen, time is paused. It at any lime you 
need to pause tHe game, simply highitght one of the Geoscape Menu Options and press Q. 

Equipping the interceptor 

3. Wg wifl now use the Equip Craft screen to rearm one of the interceptors. 



irfTERCEPTlOM CRfin 



JllTtS:EPl?lP*-t 
If^EpLCPTORO 









• Highiight the bulton iabeled 
Equip Craft in the Bases screen and 
press Q . 

You wiii enter the Irrterception Craft 
screen, allowing you to choose which 
craft you will equip with weapons or 
equipment 




4. Highlight lnterceptor-2 snii press © . 

5. The inlerceptor-2^qu\i} Craft screen will appear. 




You wili see each of the Interceptor's 
two weapon bays, represented by the 
numbers 1 and 2. The armaments 
loaded onto the aircraft are Stingray 
missiles and a Cannon. 

' Using D-pad left/right, highlight ihe 
button marked with the number 2 
and press © . 



6. The Select Armament window will appear. 

You v^ili see that you have 1 Stingray short-range missile launcher, 1 Avalanche iong-range 
missile launcher and 2 cannons in the base's stores. 
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7. We will now re-arm !he Intetceptof m\\\ Avalanctie long-range missiles in place of the 
cannon, 

• Highiiglit Avalanche and press ©, 

e. The display will relurn lo ihe lnlBrceptor-2 Equip Craft screen. The Inierceptof now has 
an all-missile armameni - this is more effective for atlackma UFOs, 

■ Highllghtthe OK buttonand press ©. 

9. You will now return to the Interception Craft scj^een. Vou will see that the Stafus column 
for !nterceptor-2 ^Uo'j^^ that it is Rearming. 

■ Press O to highllghtthe OK button and press ©. 

10. You will return to the Bases screen. 

Next we will assign X-COfvi scientists to undertake research. 

• Highlight the buUon marked Research and press © . 

Assign! Rg Research 

11. Vou will be taken to the Current Research screen. 




We will now assign our scientists to work on two different research projects; laser 
Weapons and the fflotlon Scanner. 

' Highlight the button labeled New Project and press ©. 
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12. The New Research Projects window will appear. 




HighligEiE Laser Weapons and 
press © . 



13. The Start Project window will appear. 

• Highlight the Start Project button and press © . 
14 The Scientists Aliocated window wrii appear. This aflows you to change the number of 



scientists working on the projecL 




Increase the number ot scientists 
assigned to this project by pressing 
D-pad up and Q. Repeat until 
the number of Scientists Allocated 
is 5. 



15. Highlight OK and press ©. 

16. You wiil return to the New Research Projects window. 

< Highiight Molion Scanner and 
press ©, 
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17. The Start Project window wfll appear, 

• Highljght the Start Project button and press © 
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IS. The Scientists Allocated window will appear. 

• hcrease the number of scientists allocated by pressing D-pad up and © . Repeat 
until the number of Scientists Allocated Is 5. 

19. HighllgKllJie button marked OK and press ©. 

20. You will return lo the Mew Research Projects window, 

• Highlight the button marked OK and press ©. 

31. You will now return to the Current Research screen. You will see that you have 5 
sclerttlsts assigned to researchlnQ Laser Weapons and 5 scientists assigned to 
researching the Molion Scanner. The progress in each o1 these projects is unknown; the 
screntists liave not yet started work. 

• Highlight the button marked OK and 
press ©. 
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22. You v/ill return Eo the Bases screen. 

Another important function carried out in the Bases screen is the purchasing of items or the 
recruiting of personneL 

• Highlight tlie button marked Purchase/ Recruit and press ©. 

Pu re has i ng/R ec ru iti ng 

23. You will be taken to the Purchase/Hire Personnel screen. 



Pure Kg c -3^ Hire Per^onrifl 



Cbrrcnt FvfNl^li5 953 flDD 



:nTfpaDTon 



i«1 
+ dfrirh^ hippb 

^"al■^' 'CimnSii 

?isrix uiP 



U3t ?r rur'chaJtia 
CiKT PtSi Lfltr I 



uoco 

mm 

4CIU 

■ICIDDDa 

J en 



atfw Q 
rv a 



x;^ I 

[]£:% I 

U> i 

■^rv I 



B We will now purchase some Items and 
hire some extra soldiers, 

• Press D-pad/ Left. 
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24, You will see the number in tlie Quantity column change to 1 

• Press D-pad/LefT until the message Not Enuugh Living Space! appears. 



t\Iote: We message Not Enough Living Space! appears because you do not have enough 
Living Quarter faciHties at your ijase to accommodate the soidiers. To buiid more Living 
Quarters, highlight the Build Facilities button in the Bases screen and press Q . 



25. If you lost your Skyranger troop transport in Ihe ground assauit, you can replace il liy 
pressing D-pad Left wtien Ihe Skyranger line ol this screen is highiighted, 

36. Highiight the Tank/flockel Launcher. The tank is a large weapon, eifpenslve bjt 
powerful. 

27. Press D-pad Left once. You m\\ see the Cost of Purchases (in the top-right of this 
screen) increase by S900,0O0 (the cost of Ihe tanii), 

28, Now we'il need some ammunitfon for it. 

■ Highlighl HWP Rockel and press D-pad Right eight times. You may need to buy more 
ammunition iater, when you return from your next ground assault. 



i^ote: the message Nat Enough Store Space! will appear if you attempt to buy too many 
items. To build more storage space, highlight the Buiid FacHiiies button in ttje Bases screen . 



29. The Eist is soroiled by pressing Up or Down on the D-pad. Once the end of the list has 
been reached it stops. The last item on the list is the Stun Rod, This item ailows your 
soldiers to knock aliens out instead of kiihng them, the alien can then be recovered alive 
and interrogated. 

30. Highlight Stur» Rod and press D-pad Right twice. 

31. If you iostyour Skyranger in the ground assault, you wili need to equip its crew. Carry 
out the same process as at)ove to choose some weapons from Ihe list ■ don't forget 
ammunition if you buy guns or rocket iaunchers, 

32. You have now completed choosing what you want to buy. 
• Press Stan or highlight the OK button and press © . 

33. You will return to the Bases screen. 

' Highlighl the Geoscape button in the bottom-right of the Bases screen and press O , 
OR press Start, 
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Waiting For Delivery 

34. It will Take several days for all Ihe Hems you purchased to be delivered. 
Check the Game Time, 

< Highlight the 1 Day button In the Geoscape Time Controls and press © Allow 3 days 
to pass, if a UFO Is detected, intercept it (see step 4 of lulorlaJ 1 for full detads). 

35. Severaf windows may appear as time passes. For the moment lust highlight the OK 
button and press © to make them go away. Well worry about these Eater. 

• When 3 days have passed highlight ltie5Secstiutton and press ©, 

36. We will now return lo Ihe Bases screen and equip the Skyranger with all the items we 
have just purchased, 

< Highlight the Bases button and press ©. 

37. Highlight the Equip CraH button and press Q . 

EqoippingtheSkyranger 

38. H\Q\\[\t^\}X Skyranger-1 an6 press ©. 

39. The Equip Craft screen for Ihe SAyr^nger will appear. 

You will see the soldiers assigned to the 
Skyranger. ne)(l to the button marked 
Crew. II you didn't lose any m the 
ground assault, there will be eight 
soldier Icons. 

• Highlight the Crew button and 
press Q 




40. The Select Squad screen will appear. 
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This screen displays the names o1 the 
soldiers who are assigned to 
Skyranger-l 

* Highlight any of Ihe names whjch 
are shown in light blue and 
press © . This wifl assign Ihem to 
Skyranger-1. The Craft column of 
this screen shows which craft the 
soldiers are assigned to. 
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A^. When all Ihe soldier's names are shown in whiJe, all the soldiers at Ihe base are 

assigned lo Skyranger-1. 

• Press Statt OR highlight Ihe OK button and press© . 

42. You will relurn lo Ihe Equip CraCl screen. Now we'll load some equipment onlo Ihe 
Skyranger. 

* Highlight Ihe button marked Equipment and press Q. 

43. The Select Equipment screen will appear 

* Highlight the Tank/Rocket Launcher 
and press D-pad Right once. 

The lank/rocket laoncTier Is now loaded 
onto Skyf3figer-1. The number in the 
Stores column changes to 1 from 0, and 

the name of Ibe item changes from light 
blue to while, indicating that it is 
on board. 
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44. iJsethe same process to load any other equipment of your choice onto the Skyranger 

45. Press Start OR highlight the OK button and press © . 

46. You will return to the Equip Craft screen 

' Press Start OR highlight the OK button and press ©to return to the Interception 
Craft screen. 

47 Press Start OR highlight the OK button and press © to return to the Bases screen. 

48. Press Start OR highlight the Geoscape button in the bottom-right of the Bases screen 
and press ©. You will return lo tbe Geoscape. 



Returning to the Geoscape 

49. Highlight the 1 Day button In the Geoscape Time Controls and press ©. Soon, a 
message will appear on the Geoscape, This may be one of the following: 

UFO Detected ■ go to step 4 of tutorial 1 for details of intercepting UFOs - when you 
investigate the crash site this time, your soldiers will be better equipped. 

Research Compleleil - your scientists have completed Iheir research work You should 
aJiocate them to another project as soon as possible {see step 11 of this tutonal). 

X-COM Project Monlhly Report - at the end of each month, the X-COM Project Monthly 

Report wiH appear to inform you of your progress in the fight against the aliens. 

Other messages may appear to inform you that a new purchase has arrived or a 
manufacturing process has become available. 
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The End Of the Tutorial 

M'jch oi tfie ^rioyment ot X-CGM UfO Defense is discovenne new technoloey. Qallienng 
mlcimal^or on ihe aliens and Datllmg ihrough hundreds ol different landscapes. 

Playing Tips 

To succeed III liie war agarnst the aliens, you wilf need to carry out the toUowmg: 

• Establish more bases arobnti ihe Morld 

Highlight ine Build Nev^ B^se bunon in the Bases screen and press Q Establish Dases m 
the countries ;jho are funding you h^vil/ - reier to fh& Graphs screen lor Ihis information. 

< Build more facilitlesalyQUf bases 

Highhghr the BuilcJ Facilities button in the Bases screen and press O . Lxpenment with 
different sized b^ses - vciu don't always have lo build hangars. Build dedicated 'listening 
posts' equiaped v/ilh both large and small radar systems, then add hangars when you can 

afford them. By using this tachc. you wKI detect many more UFOs. 

■ Devalopa powBrfuL squad 

Oon^t allow your soldiers to be killed in the ground assaults, you will tmd that Ihey tight 
better when they are more experienced. Eqjip your squad witn the best weapons available 
and avoid exposing yojr soldiers to enemy fire by keeping thein in cover. 

■ PlanyoiLr research carefullv 

Concentrate research or (developing alien-based technologies and take care that your 
scienfisTs stay btsy - research work costs relatively little and the rewards are great. 

• Build new weajions and crati based en alien techrology 

If yout scientists have researched afien items, your engineers wfII be able to reproduce them. 
K-COM will eventually be jsfng the most advanced weaponry on Earth, fighting the aliens 
with their own technologyl 
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NOTES 
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MiCROPnOSE SOFTWARE LICENSE 

1. Mlcr^Pros^ijr^nls v^ulhe rlQhl U use on6 copy oHhe endosed MicroProse soflwara program on 3 s^^^ 

computer ThJsdDKncHpermtryoulo:(a)inslall the software un g nelwurk server of n&twork ptrsoriikomputer 
(b) r«nl i^r lease lli« scltw^re, (0 reverse-engmeer. decompile. disas£«m]]le. or olherwi^ mDdilv The soMv;^^^^ (d) 
dopy Ihe sollware excepr lo make a single copy for archival purposes or lo Irajisler ^e solEware lo a hard disk. 

2 The enclosed Mllwareproprarri and all wrirtenrnalerlalsar^owrted^^ 

proiecled by l-l 2 copyrigrii lam znd Lnlernaliniial trealy provisions Vou may not copy any c1 Ihe virinen n^teriels 
Voumiay sell or iran&rer lilt software and acc&mpariymflmttlen materials on g permanent basis providefl you 
relain no copies gnd the recipient 39 r^cslo the t^rmsol this license 

3. The terms 0I this license apply fo any copres oi the erKiKCd soHware program which may be provided 10 you on 
otJier medid 

4. UicrQPri>^ reserves all rights lo prosecure breach i^f this RcensB as vrolation ol copyright in eccordence vHlh 
applicaLile taw^ 

LIMITED WARRANTY 

5. NeitherMicroProse. Us suppliers, nor any dealer or iflslnhijtor makes any mrranly. e]q3ress or Irnplied, wilh 
re&pccMolhesollw^re.the wrilleji male rtals. or any relaled Item, U^etrquahly.perfor^^ 

lEtness lor any purpose. 

II IS Hie sole resporisibllrty ol the purchaser to delemirne Ihe sullabflity of the produces tor any purpose Some 
slates do nol allow limitahons on implied warranties or how long ar^ Imptied wananly Ea^ls, so Uie above lim^lalicm 
may not apply to you. 

6. 1^ orderlo recel^ Ihe warranty coverage provided E>elow and to ensure identificaHon. Ihe original purchaser niusi 
complete and mail loMicroProse. ISD Lakelront Drive. Hunt Vallay. Maryland ?1D3U, within 30 days jfter 
purchase. Nie Reghslralion^arranly card enclosed mihis product- To the original pufcnaser only. MicroPcoM 
warranlstlie media lobe free from deleclsjrt material lor todays If dunng Ihe lirsi ^ days allar purchase a 
delect in media should occur, the software may b« returned 10 MicroProse. who wilt replace Ihe medraat no 
qliar^ llatanytimea1ter1heimtial9Q-davperiodyouf media becomes delective. Ihe media may be reiurrwl 10 
MicroProseSohwarefor replacement at a reasonable service charge. The policy ipp[ies ID Ihe ongirfalpurchflM 
only and so long as Ihe program 15 slill being distributed by MicroProse. 

7. In nocase will UicioProse or Its suppliers be held lia[>le lor direct, indirect or Incidental damages resulting trom 
any defect or mnission inthesoftwate, wnnenmalartals or other related Hems and processes, including. Oul Apt 
limitedlo. any mlerrupilun ol service Jess ol business, anticipated profit, or oUierconseqijenlialda^^ 

Some stales do not allow the exclusion or lln^latlori ol incidental or consequenual damages, so ine above 
limilation or exclusion maynot apply lo you. 

8- TTila w^iTanly Qives ycu specific legal rights, and you may also have other rfghts which ^ry Irom stale to SIU0. 

9- The above warranty does nol apply if you ma^ any unauthorized attempt to modily or duplicale the pioducln Or IT 
Ihe product has be&n damaged by accident or abuse. 

CUSTOM FR SERVICE & TECHNICAL SUPPORT 

Tel^phon^ help is available 

Mortday to Friday. 9 AM to 9 Pf^ ESTp 

by callmg 

(410)771-1151 
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tt1W& MiErnPFQ^e Sfitt^^Fc. Inc AlL R IGHTS flEEFRVED. Mlcr^tDM BnfTw^n. IfH: is a sutradary [?[ ^pedrum HolaB^t. Inc 

R^ftiKmindlNflPiaif&UiidnlaOMarfliFadtTTurkinrSan^CflrTipyCRrEM Tiw rallmp icw> 14 a riaftinEmrs^lsmark ol [tit 

iMifHb^ THgHil Sgtl^rE AsuciitJi>n UanudadurBd and pnnLed Ui USA 
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